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¢ KS { G GS Crafive Industied Divisio@ID in the Department of Business
Economic Development and Tourism (DBEDT) ikt agency which advocates and
expands business opportunitiesid manage¥ 2 NJ 1 K24S aSOG2NRA ¢
creative economyanchored by the media and film industries

Comprised of thé I g A WA CA { r¥spanstoie oGl overaliGrtanagement of the

a a0 Sipee ardl Bl film industry development and thes and Culture Development
Branch (ACDBYIDis responsible for initiatives which support talent, edtructure, policy
development and investment strategies for the statewide creative industries spectrum,
AYONBFaAy3a GKS OF LI OAGe F2N Sy i NBLINBy SdzN
reputation as a premiere location filming destination.

Through CID/DBEDT initiatives suchCasative Labcoupled with stateof-the-art infrastructure
RSOSt2LIYSYyiGsx GKS |3SyoOe Aa FdzZNIKSNI aGNBy
culture, music, design, literary arts, publishing, creative and interaehediag all integral

O2YLRySyita 2F 1| gl AWYAQAa ONBIFIGADBS YR AYY

CID/DBEDT is positioning the state to be a national and global leader in creative sector
development as well as a hub for creative media and film production in the Pacific.

| 6 AWAQa / NBFGADBS LYRdZAGNASE aSiUNAROA Hwn

53,464 jobs

6.1%of the statetotal civilian jobs

$4.2 billionGross Domestic Product (GDP)

45%2F G20Ft {@DPGS 2F |k gk A WA
+ 10.0% job growth between 2008 and 2018

= =4 —a 8 2

| 61 AWAQa CA findusttyyiRrice St SGAaA2Y

1 2019calendar year$405 millionin estimated production expenditures generated
estimated$707 million of economic impact$43.7 million in estimated tax revenues an
total job impacts of3,303 jobs.

1 2018calendar year$419.4million in estimated production expenditures generated
estimated$725.6 million of economic impact$45.3 million in estimated tax revenues
and total job impacts o#,194obs.
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EXECUTIVE SUMMARY

Developing ( A x & B0 EA OiAdéghiEsOhas become an important economic development
strategy. ( Ax BEOOR O1 OOOAT AEOAOOEOU A brdnd difiléréntiatorsavacttnd 1 E T C
millions of visitors to our destination, while supporting a thriving creative industries cluster. The
uniqueness ofl Ax BSBOOB OAAOEOAL /s€rOEHaIfsE A x IO BAOR AT D OT AOD,
in worldwide markets, while also supportingvisitor spending and developing the foundation oHawai@ O
creative economy In addition, the creative industries and their workforcerepresentkey sources of ideas,
content creation for global export and provide thetalent for ( Ax A®OEAT AOCET CandOAAET

knowledge-based industrysectors.

In order to capture and track data on the range of activities that can address the broader
relationship between creative industries and emerging markets for technology and entertainmenthe
Research and Economic Analysis Division teameag with the DBEDT Creative Industries Division to
review more current definitions of creative industries and revise the scope of the activities if A x 8OO E
creative sector. This effort was largely based onsimilar work done in Massachusetts. The update
adopted the same dfinition of the creative industries as defined in the Jul2012 report. The creative
sector now overlaps some elements of the technology sector.

Industry Groups in the Creative Sector

The table belowprovides an overview of the 13 industry groups in theupdated creative sector,
and their 2018 job count, based on thecurrent definition of the sector. In total, the creativandustries
accounted for about 53464 jobs in ( A x Afét @H8. This was up10.0% from 2008. The earnings
average was $5,868 in 2018.

CREATIVE INDUSTRY PRODUCTION GROU
Industry Group 2018 Job

Total Creative Industry 53,464
Marketing, Photography & Related 12,588
Performing and Creative Arts 9,687
Engineering and Research & Development 5,429
Business Consulting 5,426
Computer and Digital Media Products 5,190
Cultural Activities 3,616
Film, TV, Video Production/Distrib 2,318
Design Services 2,113
Architecture 1,996
Publishing & Information 1,822
Music 1,385
Radio and TV Broadcasting 1,064
Art Education 831

Source: DBEDT, READ.
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These industries have been defined using the North American Industrial Classification System, or
NAICSwhich provides a rich source of standard data at a detailed level on producing industries. Without
that standard data, we would be faced wh the need to do special surveys and compilations, which are
costly and usually not comparable with similar activity elsewhere.

The creative sector is a leadingextor for job creation. In 2018, the sector tad 53464 jobs and
accounted for 6.26of the DA OAS O O OAT AEOEI EAT Ei AOS T O T
also spawns innovations that drive job creation in other sectors.

Qreative Jobs Compared with Other Industries, 2018*

Accommodation and Food Services 13.3%
Sate & local government

116,813
10.8% 94,667
Retail Trade 10.2% 89,534
Health Gare and Scial Assistance 9.6% 84,403
Admin.and Support Services 7.2% 63,192
Qreative 6.1% 53,464
Qonstruction 5.6% 48,890
Other Services 5.5% 47,943
Real Estate and Rental and Leasing 5.2% 45,212
Transportation and Warehousing 4.5% 39,181
Federal government - civilian 3.9% 33,856
Finance and Insurance 3.6% 31,448
Educationa Services 2.6% 22,780
Wholesde Trade 2.5% 21,564
Manufacturing 2.3% 19,731
Professiond, Scientific, and Technical Services 1.8% 15,367
Qop and Animal Production 1.7% 14,719
1.3% 11,716
Management of Companies and Enterprises Percent Of TOt al 1.1% 9,823
Information Qvilian Jobs 0.7% 5,871
Utilities 0.6% 5,185

0.1% 1,099

Arts, entertanment, and recreation

Qvilian Jobs

Mining

*Jobsin the other sectors by Creative have been subtracted from each industry's measure.
Source: DBEDT based on EMS data

As shown in thefollowing figure, the creative sector diectly accounted for 4.86 of ( A x & BQIE
GDP in 2018, with a value added of & billion. If the tourism sector is consolidated with the tourist
related portions of accommodation and food services, retail trade, transportation and warehousing and
other industri es, the creative sector ishe 5n largest private sector in the economy. This would place it
next to real estate, tourism, health care and social assistance, and construction. If the government sector
is included and the tourism related sectors are not consolidated, then the agve industry is the n
largest sector in the economy.

May 2020
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Qreative GDP Compared with Other Industries, 2018*

Real Estate and Rental and Leasing 20.1%
Federal government

$18.9 bil.
$10.0 bil.

Accommodation and Food Services 9. $8.5 bil.
Sate & local government .4 bil.
Health Care and Social Assistance i
Retail Trade
Qonstruction

Transportation and Warehousing

Qeative

Finance and Insurance

Admin.and Support Services

Wholesd e Trade

Utilities

Manufacturing

Other Services

Professiond, Scientific, and Technical Services

$3.4 bil.
$3.2 bil.

$2.8 bil.

$1.2 bil.

Management of Companies and Enterprises $1.1 bil
Information $1.1 bil.
- Educationa Servi-oes Percent of Total GDP $1.0 l_)il. Nominal GDP
Arts, entertainment, and recreation $0.6 bil.
Qop and Animal Production $0.5 bil.
Mining 0.1%

$0.1 bil.

*GDP generated in the other sectors by Oreative have been subtracted from each industry's measure.

Source: DBEDT, READ

Performance of the Creative Industries Portfolio

The primary purpose of this report is to measurethe performance of the industry groupswithin
the creative industries portfolio. Foreach of the NAICS8neasurable groups in the creative sector industry
portfolio, a performance profile was constructed that was composed of three primary performance
measures job growth, change in competitivenational industry share, and level of concentration (or
specialization) in ( Ax SOOEAAT 111 U8 4EA FEEOOO OxI i AAODBOAC
competitiveness of the activity, while the third identifies likely export industries in the portfolio.

Combning the measures into a common framework called a performance map allows the
creative sector industry groups to be placed in four performance categories as shovin the following
figure (the full report explains this mapping process in more detail).

May 2020
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CREATIVE INDUSTRY GROUPS MAPPED BY PERFORMANCE, 2008-201§
Total Creative Jobs, 2018: 53,464
Average Annual Earnings, 2018: $55,868
Net Change in Jobs, 2008-2018: 10.0%

Transitioning Group: 69.6% of Jobs Base-Growth Group: 11.1% of Jobs

Change| Average| Change| Average

Group in Jobs | Earningd Group in Jobs| Earningy

Marketing, Photography & Related 19.7% $32,443Cultural Activities 108.8% $52,66¢

Design Services 4.6% $36,436Film, TV, Video Production/Distrib| 56.4% $91,302
Music 19.9% $41,53§
Business Consulting 22.19% $69,314
Art Education 31.19% $11,403
Performing and Creative Arts 1.799 $25,88}
Computer and Digital Media Products 7.999 $94,571

Declining Group: 19.3% of Jobs Emerging Group: 0.0% of Jobs

Change| Average Change| Average

Group in Jobs | Earnings Group in Jobs | Earningd
Engineering and Research & Development -3.3% $104,854
Architecture -13.9% $85,64"
Radio and TV Broadcasting -23.7% $71,934
Publishing & Information -38.4% $53,821

Source: DBEDT compilation based on EMSI data.

The highest performing industries in the creative sector for the 208 to 2018 period appear on
the right side of the figure above. Industry groups on this side of the map have rastly grown jobs over
the period, but have outperformed the same industries nationally, suggestinthat they are gaining in
competitiveness. In addition, theBaseGrowth industries show a higher proportion of jobs inHawai@® O
ecd TT U OEAT OEA 1 AOE. This GugdesisAtiaeh bre likelyAtd bel elkpdrting some
proportion of their output, either directly or indirectly. Furthermore, while relatively small, these
concentrated in Hawai@ © AAT T 11 Uh AOO OEAEO 1| OEA Qhattte arE ECE
candidates for becoming economic drivers in the future.

Industries on the left side of the performance map face some challengdsansitioning industries
are still growing or holding steady in terms of job count. However, they are growing slower than their
national counterparts. This suggests that they haveeached a plateauin terms of competitiveness.
Finally, decliningindustries have lostjobs during the peiiod of the analysis. In some casethis may be
the result of unusual factors In other cases, like information and broadcastingt may reflect outsourcing
of services beyond HawaiO Bnd/or significant increases in productivity arising from emerging
technology, which reduces labor needs In either case these industries warrant close study to
understand the challenges and barriers to growth that they are facing.

Overall, the creative industry groups added about4,861 jobs to OEA OOA OABetveeA AT 1 T i
2008 and 2018. This amounted to a0.0% increase in jobs higher than the 8.8 growth in Hawai@d O
civilian economy as a whole for th@eriod. The leading performerof the overall portfolio wasthe cultural
activities group. The2018 earnings average fothe AOAAOE OA ET A OO 656268, dhichwa® O &£l 1 |
lower than the saitewide average of $56,89.
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High Performing Creative Industry Groups

Only two creative industry groups, cultural activities and film, TV, video production and
distribution registered as high performing basegrowth industries for the 2008 to 2018 period.

p— 1
|

CBS Hit series Magnum P.l. and star Jay Hernandez pictured in the camera car rig ready for another take
on Oahu.The series employs over 300 local residents and purchases goods and services from hundreds of
local vendors each seasolmage courtesy CBS®luctions.

| OEAO #OAAOQOEOA )1 AOOOOEAOG OAOA&I Oi AT AA

Sevenof the creative fctor industry groups were inthe transitioning category for the 20® to
2018 period. These ranged fronperforming and creative ats, which increasedonly 1.7% in jobs, to art
education, which grew jobs by 3.1%. However, while these industry graps grew, their growth rate was
below the same industries nationally. As a result, they lost some ground to the nation in terna
competitive industry share.

Finally, the four creative industry groups that lost jobs duringthe 2008to 2018 period fell into
the declining quadrant of the performance maps; these werengineering and research & dvelopment,
architecture, radio and TV broadcasting, and publishing & information.

It is important to note that the independence of thesecreative groups is not yet clear. The
performance of some groups may reflect strongr weak markets driving other industries for which the
creative target is smply a supplier. For instancethe high performance of cultural activities in the
performance mapprobably reflects the strong tourism demand over the period, rather than a specific
local or export market for cultural products. Likewise, some targets may perform poorly because they
are tied to anoher industry that has experienced difficulties.

May 2020
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Conclusions and Next Steps

Work should continue to flesh out the dimensions and opportunities of the commercial markets
served by the NAICSased creative industry groups. Thiss especially important for the digital media
and the broader film industry, which are only partially captured in the NAICS film production industry.
Also needing closer study is the link between specific creative activity and emerging technologies in
information, communications, entrtainment, and the broad range of commercial applications that are
being driven by innovation. Learning how creative activity supports and utilizes emerging technology
can help clarify the skill sets and educational elements that will help makéawai®a leader in innovation.

CID was a csponsor for HawaE AAOEETI 1T AAOECT AO
York Fashion week 2017Photo credit Manaola
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l. INTRODUCTION

Development of( A x Askk&y EEreative activitieshas become an important focus 0O EA 3 OAOA ¢
economic development efforts in recent years for several reasons. FirstA x SBOR 01 OOO0AI AEO
the unique heritage of its Hawaiian host cultureare major attraction s for the millions of visitors that
inject billions of dollars into ( A x & EdOrfomy each year. Without this cultural component to the visitor
experience ( A x Ashodily a sun and surf destination like manyof its competitors. Secondthe depth
of (Ax REOOE OA A GE O Aalerk Bnd uniy@iadghicicanitent helps( A x & B0 FA ©pkoti@iE O
compete in globalmarkets. Supporting this asset is anarket of millions of visitors to the state each year
which helps the arts and culturesector maintain critical mass. Furthermore, visitors absorb the creative
products of ( A x AnEc@hfext and share their discovery in the many markets from which they have come.

Third, the creative industries and their workforce are key sources of ideas;ontent and talent for
(AxBOOR T A dhaobdyGectbrA Advancement in@enceand technology has made itpossible for
the development and delivery of new and valuable intellectual property, such as computer animation,
mini-applications for mobile deviees and even 3D modeling of potential new products. While the
property rights to new technologieslike smart phone, tablet and 3D TVimay be owned and licensed by a
few, or even just asingle company, content development staming from, or using these technologies has
no limit in terms of products and number of companies that can benefit from content development.

The Definition of the Creative Sector

)T qmmyx $" %$4860 2AO0OAA0AE AT A %Al 1 EDEAOGET Al wbéb
Creative Industries Division (CID)developed a measure for the creative sector that focused on a number
of key industry groups, highlighted by film and TV, music, and performing arts.

The MAGNUM P.1., starring Jay HernandeZ hemas Magnum, just completed its second
OOAAAOCOAEDI OAAOGIT EEITEITC EI (AxAEOQDES 4EA -1
Hawaiian ceremony which all productions do to start filming off right.
Broadcasting, Inc. All Rights Reserved

1 The Creative Industry it A x AAp@l 007, DBEDT.
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However, since that report, several emerging areas have been added to that focus of interest,
particularly emerging types of intellectual property based on new technologiesgor developing and
delivering content through digital media and the internet. The priority focus by the State on the creative
sector is now on a number of key activities for whiclf A x AhBsGuE established competitive advantage
as well as areas based oamerging technology that can generate valuablexports and high paying jobs
including:

Filmand TV

Music

Digital media products (such as games and mobile applications)
Animation

Workforce development in these focus activities

E R

To support the evolving devebpment focus,CID and READRIetermined that a broader definition
of the sector was neededMore current definitions of the creative sectorwere reviewed and the scope
of the activities was revisedbased in large parton a similar study in Massachusetts.

In addition to including more technologybased creative activities, the newer Massachusetts
definition also broadens the scope of industries in the creative sector portfolio to include such activities
as advertising and marketing, design services, architeae, engineering and research and development.
A report based on that framework was done in Jun2010. This report is a continuation of a series of

reports, updatingHawai@® O # OAAOE OA )withk@ GedDdaiR O 2 ADPiT 00

2 Specifically,the North Shore Creative Economy, Market Analysis and Action RGamsultEcon, Inc., Economic
Research and Management Consultants. Prepared fahe Enterprise Center at Salem State Colleghe Salem
Partnership, and the Creative Economy Association of the Nor&hore, April 2008.

May 2020
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Data Sources

A major feature of the 2007, 2010, 2012, 2014, 2012016, 2017, 2018and current update of the
creative sector is measurability and comparability. Where possible, the industries in the creative sector
are selected from the very detailed North American IndustriaClassification System (NAICS). A rich and
reliable array of data is available on economic activity based on NAICS. NAICS data also psrtfmé
comparison of (A x Aitl@sties against the same activities nationally, allowing better measures of
performances The data for this report were developed for a recent DBEDT study on innovation
industries, which included the creative sector. They consist primarily of jobs and labor earnings that are
available annually for detailed industriess Other measuressuch as sales, output and gross product are
not available as frequently or in as much detail. More discussion on the data is contained in the following
section.

Bernie Su, Emmy Awandinning webseriescOAAOT O T £# OEA O, EUUEA " AT
mentoring Creative Lal{f A x ANeD%eries participants

3 The framework was developed by DBEDT in another recent study for the evaluation of emerging industry

performance SeeBenchmarkmg( A x BOOBI A O C,‘ E 1, oy ) TAOOOOEAO

4 The basic data are compiled by Economic Modeling Specialists, Inc. (EMSI) and processed by DBEDT. EMSI
supplements data from the Federal Departments of Labor and Conemte by including esimates of proprietors
and selfemployed jobs, and by estimating data for very small industries that are not reported by the Federal
agencies due to disclosure issues.

May 2020
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Table 1 provides an overview of thel3 industry groups in the creative sectorandtheir 2018 job
count, based on thecgrrent definition of the sector. In total, the creative industries accounted for about
53,464 jobs in Hawai®Ofor 2018. This was upl0.0% from 2008. The earnings average wass$,868.

TABLE 1. CREATIVE INDUSTRY PRODUCTION GROUPS

Industry Group 2018 Job
Total Creative Industry 53,464
Marketing, Photography & Related 12,588
Performing and Creative Arts 9,687
Engineering and Research & Development 5,429
Business Consulting 5,426
Computer and Digital Media Products 5,190
Cultural Activities 3,616
Film, TV, Video Production/Distrib 2,318
Design Services 2,113
Architecture 1,996
Publishing & Information 1,822
Music 1,385
Radio and TV Broadcasting 1,064
Art Education 831

Source: DBEDT, READ.

These industries have been defined using the North American Industrial Classification System, or
NAICSwhich provides a rich source of standard data at a detailed level on producing industries. Without
that standard data, we would be faced with the neetb do special surveys and compilations, which are
costly and usually not comparable with similar activity elsewhere.

Unfortunately, NAICS is strictly aproduction-oriented, supply-side classification system
meaning that it is focused on firms andndustries not markets. For that reasonNAICS data does not
clearly identify major commercial marketsfor creative sector products such as digital media, computer
animation and games. NAICS does measunany ofthe likely industries that produce products for these
markets, such as computer programming, engineering and fil& video production.

While the production-based NAICS data does not provide all the data we would like, it is high
quality information and comparable with national data. Also, jobs assiated with commercial market
activity are contained, for the most part, in the production side industry groups. With the NAICS data as
a base further efforts can be made to better understand the commercial markets and A x SO E
competitiveness in serving them.

May 2020
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It should be noted that not all of the industry groups in the creative sector portfolio are the subject
of active assistance by the State or local economic development organization§he main groups of
interest include film/TV, music, cultural adivities, performing arts and computer services rehted to
digital media.

However, other groups like business consulting, publishing and information, broadcasting and
architecture, to name a few, have not yet been the focus of development efforts. Thiminly because
they have just recently been added to the creative industry portfolio ttough the adoption of the new,
broader definition of the creative sector. The results of their performancein this study will need to be
evaluated as well as furtherinvestigated, to determine the intensity of development focus that would be
appropriate for these additional creative industry groups.

Creative Sector Job Growth

In terms of job growth, the creative industries portfolio seems to have performedabove the
averageover the 2008 to 2018 period (Figure 1). Nine of the thirteen NAICSbased,target industry
groups showed net job growth over the period Six groups outperformed the overall state jobsannual
growth rate of 0.78%. Cultural activities topped the list with 7.64% annualgrowth. This was followed
by film, TV, video production/distrib ution, art education, business consultingmusic, andmarketing,
photography & related.

The four industry groups that lostjobs over thesame periad were publishing & information, radio
and TV broadcasting, architectureand engineering and research & dvelopment

All Work &Na.Jab: Loving or Hating
¢ the Gig Economy

Ha"'auBusmess
R

HAWAIIS

\I!

ASTED TIPPING
{We Throw It's Stiffing
Out 25% The Cooks.
of Our  Should it
Food Stop?
pa2 282

Creative Entrepreneurs in Media, Fashion and Design fiomn $ 7 $ " @s&ativé I A x BI85
were highlighted in( A x ATReGtéefor ( A x ABhsihEss Magazin@017.
Photo credit Tommy Shih andl A x ABHshvéss Magazine.
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FIGUREL. CREATIVESECTOR AVERAGE ANNUAL JOB GROWTH RATE, 20088

Source: DBEDT compilation based on EM&ita.
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National Competitiveness of the Creative Se ctor

*TA CcOIl xOE EAI PO OEi x OEA AOAAOHGK ABDEIGIAAE AL
Another measurethat can help shed light on creative sectandustries is their performance compared to
the same national industry . If ( A x & E’hé"hfi‘:ve industry growth rate is higher than the national grovvth

than the same industries nationally For instance, over the 208 to 2018 period, jobs in the cultural
activities industry group grew an average o0f5.0% more annually in ( A x Atlia® the same industry
nationwide. Thus ( A x & Bduktal activities industry group gained competitive national industry
share. On the other handgeventhough the computer and digital media poducts industry group grew
jobs ower this period, it lost national industry share due to an average annual growth rate that wa 8%
below the national industry growth rate.

Industries like design servicesart education, business ensulting, music, computer and digital media
products, and marketing, photography & relatedalso lost competitive national market share even though
they increased their statewide job counts.ndustries that have bothpositive job growth andanincrease
in competitive national industry share represent the best performing industry groupsover agiven period
of time. Industry groups with the higher competitive share metric are probably showing a higher
comparative advantage compared witlthe national industry.

Textile designerJana Lam, is &reative Lab( A x AFEsBiéh Immersivdellow and
Honolulu- ACAUET A 8 @ek&ifciOFakel winnefHer work is carried at her( A x ASEU@dE
and boutiques throughout the islandshoto Credit: Copyright Jana Lam

5 A more complete discussion of the pen‘ormance metrrcs and framework for analysrs is contarned in the DBEDT report Benchmagkrn
(AxBOO®I AOCET ¢ JIhAvinif .
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FIGURE 2 GAIN OR LOSS OF NATIONALOMPETITIVE INDUSTRY SHARE, 2008018

Cultural Activities Gaining national | 5.0%
competitive T
Film, TV, Video Production/Distrib share | 3.9%
Marketing, Photography & Related 0.0%
1 Losing national
Design Services -0.2%[ Competltlve Share
Music -0.4% [
Business Consulting -0.5% |:
Engineering and Research & Development -0.8% |:
Total Creative Industry -0.8% -
Architecture -0.9%
Art Education -1.3%
Performing and Creative Arts -2.1%
Radio and TV Broadcasting -2.1%
Computer and Digital Media Products -2.8%
Publishing & Information -3.4% |

-6.0% -4.0% -2.0% 0.0% 2.0% 4.0% 6.0%

Source: DBEDT compilation based on EMSI data.

Industry Concentration z ( A x ASEOfBtive Specialties

A third performance metric that helps in the evaluation of thecreative industry portfolio is
industry job concentration (Figure 3). This is a measure of how much A x Asge@diizes in the industry

and helpsOEAA 1 ECEO 11 OEA EMAOOOOEAOSG Agbi 00 1 OEAT OAOD

Export activity brings new money into the state and is a basis for loAgrm industry growth.
Unfortunately, estimates ofindustry exports are not part of standard industry data prograns. Thus, it is
not clear how much output in a givercreative industry is exported.
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However, it is possible to identifylikely export industries by measuring the concentration otheir
Aip1TUil ATO ET OEA OOAOAGO AATTiTiUS 'T ET AOOOOU
in ( A x Attta® does the same indstry nationally is relatively more concentrated and is likely to be
exporting at least some of its output.

Industry concentration is measured by a metric caéid the Location Quotient, or LQ for short.The
LQ foran industry at the U.S. level idixed at1.0. ( A x Arif@tfes with an LQmeasuremore than 1.0
are more concentratedin the economythan the sameindustry for the U.S. as a wholeThose below 1.0
are less concentrated.

For instance, the measure forcultural activities in Figure 3 means that employment in( A x 8 0O E
cultural industry group is 3.6 times more concentrated than for the U.S. as a whole. This suggests that
cultural activities are relatively more important to ( A x AgadtBat the state may be exporting a
significant amount of the industrU doGtput. On the other kand, business consultingin ( A x AniH) &

LQ ofjust 0.6, hasonly about half theemployment concentration of the samendustry group for the U.S.
as a whole While it is possible thatbusiness consultingmay beexporting some ofits output, it has a long
way to go todemonstrate the strong comparative advantage shown by the more concentrated industries
above the 1.0 level.

In addition to cultural activities, music, architecture, film, TV, video poduction/ distrib ution, and

O

performing/creative arts had concentrations in( Ax OO AT T 11 U OEAO xAOA EEC

industries nationally. These more concentrated industries are probably héping to drive ( A x ABOE
economy. Industries that are not as concentrated iff A x Aagti@¥arenationally may also be exporting
some of their output. However, they are probably serving mainly local demand.

of gevee,] e® ®
OCA AN
.

HAWAI

Creative Lab( A x A todnhHedby the( A x ASEafeEDepartment of Business, Economic

$AOCAIT T DI AT Oh AT A 47 OOEOI 80 #i©OAKe&céA )T AOOOO

Hawai@s@merging and innovation sectoecosystem
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FIGURE 3 CONCENTRATION OF INDUSTRY EMPLOYMENT COMPARED TO 2088,

Cultural Activities

(U.S. CONCENTRATION = 1.0)

3.619

Music 1.411
Architecture 1.249
1 Industries more
Film, TV, Video Production/Distrib .
| 1.248 concentrated than U.S.
Performing and Creative Arts 1.118
Marketing, Photography & Related 0.920
RIS, 0.902 Industries less
_ N concentrated than U.S.
Radio and TV Broadcasting 0.862

Total Creative Industry_ 0.804

Engineering and Research &

Development | 0715
Art Education 0.638
Business Consultin; 0.564
Publishing & InformationA 0.506

Computer and Digital Media Products

0.398

0.000

T T

0.500 1.000 1.500

Source: DBEDT compilation based on EMSI data.

Performance Map Framework:
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Identifying Emerging Creative Industries

A framework to better understand the overall implications of these key performance measures
would be very helpful, espeally one that can clarify the notion of emerging industries and how they can
be measured.A closely related framework in the economic development research tool boxtise industry
life cyclemodel. This model breaks industries in the economy into fougeneralizedstages of life starting
with an emergingphase, moving to ebasegrowth industry phase, followed by amature or transitioning
phase and finally adecliningphase. ®course, rot all industries fit nicely into this notion, especially over

short periods of time. However, with some qualifications, this notion oflevelopmentstages can help us
evaluate the status of the creative industry portfolio

Using the peformance metricsfrom Figures 1, 2 and 3the creativeindustry groupscan be placed
into one of four life-cycle quadrantsaccording to the criteriashown in Table 2.
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TABLE 2 PERFORMANCE MAP CRITERIA

TRANSITIONING BASEGROWTH

1 Positive job growth
1 Highly concentrated in the economy
1 Increasing competitive national industry share

1  Positive job growth
1 Losing competitive national industry share

DECLINING EMERGING

1 Positive job growth
1  Current low concentration in the economy
1 Increasing competitive national industry share

1 Losing jobs over period

Emerging Quadrant: These are industries that are potentially in the early, takeff stage. They have

been performing well by showing both job growth and an increase intheir competitive share of the

national industry. ( T x AOAOh OEAOA ET AOOOOEAO EAOGA UAO O AAE
equalto the same industry for the U.S. as a wholén emergingcreative industry is one that hasound a
competitive niche in the economy ands gaining in competitive nationalindustry share. At some point,

fOEA DOl AAOO Ai1T OET OAOh OEA ET AOOOOU &t tha enedgiAd OOA O
industry will graduate to abaseC OT x OE ET AOOOOU EI OEA OOAOGAB8O AATTI
Base-Growth Quadrant: Theseare industries that have becomegpotential economic diivers. They are

growing their job counts and are increasing theirompetitive national industry share. Moreover, they

have exceeded the national level of industrgoncentration in the economyand are probablyexporting

at least aproportion of their output.

Transitioning Quadrant: Transitioning creative industries are still maintaining or growing their
workforce, however theyare losing competitive nationalindustry share (growing more slowly than the
same industry nationally). This is typical of mature industries that are still important to the economy
but are having difficulty maintaining national market share. They are caidered transitioning because
they could either continue to lose industry share ad eventually fall into decline or reinvigorate
themselves andbegin to regain industry skare and continue growing. Alsoin this quadrant may be
former emerging industries that never reached baseyrowth status before losing competitive national
industry share and some previously declining industries that are fighting backto competitiveness.

Declining Quadrant: The declining quadrantcontains industry groups showing job lossesover the
period. All of thesecreative industry groups have lost jobs to some extertietween 2008 and 2018. Most
industries that are losing jobsare also losing competitive nationalindustry share. However, while they
are decliningin jobs for the period, these industries are not necessarily dying industries. Aumber of
temporary circumstances may have put some ¢f A x & Edéafive industries into the declining quadrant
for the period studied. Their appearance in the declining quadnt is a red flag thatwarrants more
careful analysis to understand the problem.

It must be emphasizedhat the performance map framework is more of a guide toinderstand an

starting point for assessinghe strengths and weaknesses of the indusis in the portfolio. Also, within
industries that are experiencing mixed or poor performancehere may be pockets of very successful
firms.
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lll.  CREATIVEINDUSTRYPORTFOLIOPERFORMANCE

Table 3 shows how the irdividual, NAICSbasedcreative industry groups fell on the performance
map based orthe 2008 to 2018 performance measures.Combined, the NAIC®asedcreative industry
groups accounted forabout 53,464 jobsin( Ax ABORBR AT 1 T pois. AOOET ¢

TABLE 3. CREATIVE INDUSTRY GROUPS MAPPED BY PERFORMANCE, 20038

CREATIVE INDUSTRY GROUPS MAPPED BY PERFORMANCE, 2008-201§

Total Creative Jobs, 2018: 53,464
Average Annual Eamings, 2018: $55,868
Net Change in Jobs, 2008-2018: 10.0%

Transitioning Group: 69.6% of Jobs

Base-Growth Group: 11.1% of Jobs

Change

Average

Change| Average

Group in Jobs | Earnings Group in Jobs | Earnings
Marketing, Photography & Related 19.7% $32,443Cultural Activities 108.8% $52,664
Design Services 4.6% $36,434Film, TV, Video Production/Distrib|  56.4% $91,302
Music 19.9% $41,53¢
Business Consulting 22.1% $69,31¢
Art Education 31.1% $11,403
Performing and Creative Arts 1.79% $25,88]
Computer and Digital Media Products 7.89% $94,571

Declining Group: 19.3% of Jobs

Emerging Group: 0.0% of Jobs

Change| Average| Change| Averagsd

Group in Jobs | Earnings Group in Jobs| Earnings
Engineering and Research & Development -3.3% $104,854
Architecture -13.9% $85,64"
Radio and TV Broadcasting -23.7% $71,936
Publishing & Information -38.4% $53,821

Source: DBEDT compilation based on EMSI data.

Overall, the creative industry groups added about 461 jobs to the © O A écrior@y between

2008 and 2018 This amounted to a0.0% increase in jobs higher than the 8.8% growth in ( A x SO E

civilian economy as a whole for the period. The leading perforen of the overall portfolio wasthe cultural
activities group. The2018 eamings average of the aative industry portfolio of $55,868 was lower than

the statewide average of $56,82.

High Performing Creative Industry Groups

Only two creative industry groups, cultural activities and film, TV, video production/dstrib ution
registered as high performing bag-growth industries for the 2008 to 2018period.

No group wasin the emerging category.
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Sevenof the creative sector industry groups were in the transitioning category for th&008 to
2018 period. These ranged fronperforming and creative arts which increased onlyl.7% in jobs to art
education, which grew jobs by 3.1%. However, while these indstry groups grew, their growth rate was
below the same industries nationally. As a result, they lost some ground to the nation in terms of
competitive industry share.

Finally, the four creative industry groups that lost jobs during the 2008 to 2018oeriod fell into
the declining quadrant of the performance maps; these werengineering and research & dvelopment,
architecture, radio and TV broadcasting, and publishing & informationlt is important to note that the
independence of thesecreative groups isnot yet clear. The performance of some groups may reflect
strong or weak markets driving other industries for which the creative target is Smply a supplier. For
instance,the high performance of cultural activities in the performance majprobably reflects the strong
tourism demand over the period, rather than a specific local or export market for cultural products.
Likewise, some targets may perform poorly because they are tied to another industry that has
experienced difficulties.

Hard -to-Measure Creative Activities

As discussed earlier, a number dfreative activities cannot be easily or meaningfullydefined in
the NAICS industry system These activities? mainly the digital media and broader film industry ?
represent either markets, or a series of partial NAICS industriesn Section \/the available information
for these hardto-measure activitieswill be presented to the extent available However, most of the
employment engaged in these market activities iprobably captured in one ormore of the producing
industries that we are able to define and measureThe goal will be to eventually parse the producing
industry employment into the important market sectors they support.

Kimie Miner,2019 Grammy Nominee for Best Regional Roots Alb201,8 Na Hoku Hanohano award
winner for Female Vocalist of the Year and Song of the Year and also a 2016 Creative Lab Music Immersive
finalist, is the founder of the Haku Collective, a mentorspipgram for students that teaches the craft of
songwriting. Photo credit Nella Media Group
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The following tables summarize the 208 to 2018 county performance for creative industries
(paid employment and selfemployed/sole proprietors). Performance has been organized byest
Performing Targets (registering as basegrowth & emerging industry groups) and Other Targeted
Industry Performancegthose that were inthe transitioning and declining categories).

City & County of Honolulu

Honolulu accounted for38507 1 £ OEA O O AidaldsGyOjobsAid 20480 &1 % annual
increase from2008. The annual job growth was negative 3.8% from 2008 to 2009. After experiencing
severe setbacks due to the national economic recession that began in late 20@fe average annual
growth rate was up to 1.6% during 2009-2018. As shown in Table4, two creative industry groups were
high performing in Honolulu County in the 20® to 2018 period. Thesehigh performing groups not aly
grew jobs during the period,but also increased their competitive share of the activity by exceedinpe
national growth rate for the industry. These included: Cultural Activities and Film, TV, Video
Production/Distribution . Four creative industry groups lost jobsin Honolulu County over the 2008to
2018 period: Publishing & Information, Radio and Television Broadcasting Architecture, and
Engineering and R&D

TABLE4. CREATIVE INDUSTRY JOBHONOLULU

Industry Group Performance Jobs Average Annual Job Growth (%)

Class | 2008 | 2009 | 2017 | 2018 |2008-2009 2009-201d 2017-201q 2008-2018
Cultural Activities Base-Growth| 1518 1430 3159 3299 58 9% 4% 8.1%
Film, TV, Video Production/Distrb |Base-Growth| 1310 1019 1879 2141 -23%  86% 12  5.0%
Business Consulting Transiioning| 3399 3504 4084 4304 3% 23 55 24
Marketing, Photography & Related [Transitioning| ~ 7299 6969 836 68613 -46W 24% 2% LT
At Education Tansionng] 461 49 64 &0 74 4 3 34
Design Services Transitioning] 1329 1220 1334 1338 -8.204 10 0% 00
Music Transitioning] 580 549 590 602 -5.904 1% 1% 04

Performingand Creative At~ (Transitioning| ~ 5050 4884 5070 52U -3.3% 0% 2% 03
Computer and Digital Media Produgransitioning| ~ 4,097 4080 4241 4242 -0.2% 04% 00 03
Engineering and R&D Declining 4 4513 429 4% 2 054 284 02
Architecture Declining 1799 1612 154 159 -100% 0% 00% -1
Radio and TV Broadcasting Declining 114 100 89 663 86 18w L4 29
Publishing & Information Declining 2208 2034 1330 1309 -7.7% A8 1% 5L
Total Creative Industry Transitioning| 34,631 33333 37,361 38,501 -3.8% 16% 30 LD

Source: DBEDT compilation based on EMSI data.
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AEA AT T PAOEOITO T &£ (11171010 #1 01 OU AOAAOEOA EI
and nation are listed in Table5 ForET A COT x OEh (1 .0% dnr®al @owth ra@ wasslightty p
EECEAO OEAT % 0EldweQraitiieAdtichal avdage of 1.86. For average earnings, Honolulu
County was higher than the state, but much lower than the national average.

TABLES5. HONOLULU COUNTY CREATIVE INBBJRY PERFORMANCE COMPARED WITH NATION
AND STATE 2008-2018

Industry Group Performance| Job Chang{ Average Annual Job Growth (%) Avg. Annual Eamings (2018
Class | 2008-2018| County | State | US. | County| State | US.

Cultural Activities Base-Growthl 1779 81% 76% 269 52414 52060 57,53
Film, TV, Video Production/Distrib |Base-Growth 80 509 46% 06% M2 91307 10955
Business Consulting Transitioning 09 249 200 25 539 69319 90449
Marketing, Photography & Related Transitioning|l 131§ 17%  18% L8 3391 343 549
Art Education Transitioning 1B 34% 2M% 40% 10903 11403 1281
Design Senvices Transitioning 9 019 059 0’ 37291 3643 4746
Music Transitioning A0 049 18% 23 6L713 4153 44296
Performing and Creative At {Transitioning 17 03 02 23 2673 28] 309U

Computer and Digital Media Produgransitioning My 0% 08 3% 9191 94571 13081

Enginegring and R&D Declining A0 -02% 0%  04% 106989 104854 115066
Architecture Declining 20 13 -1 069 92%7 85649 79,268
Radio and TV Broadcasting Declining 53 2 21 0% TTA0 7.9 90,607
Publishing & Information Declining 903 51 4m -3 9153 B382 128776
Total Creative Industry Transitoning| 38710 10% 10W  18% 62271 95060 84,246

Source: DBEDT compilation based on EMSI data.
( A x AGo(nEy

( A x ACBuUbty accounted for5,6491 /£ OEA O O AnBubtdy (bsAnQRL S &IED% Average
annual increase from 2008 The annual job growth wasnegative 2.2% from 2008 to 2009 increased
1.3% from 2009 to 2018. As shown in Table6, six creative industry groups were high performing in
( A x ACBUbtiFduring the 2008 to 2018 period. Thesehigh performing groups not only grew jobs during
the period but also increased their competitive share of the activity by exceedinte national growth
rate for the industry. Theseincluded: Music,Cultural Activities, Design ServicesArchitecture, Radio and

TV Broadcasting, andFilm, TV, Video Production/Distribution. Three creative industry groups lost jobs
in (A x ACBUDt over the 2008to 2018 period.
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TABLE 6. (REATIVE INDUSTRY JOBS,! 7 ! COUNTY

Industry Group Performance Jobs Average Annual Job Growth (%)

Class 2008 | 2009 | 2017 | 2018 |2008-20092009-20182017-20142008-2014
Music Base-Growth 156 142 212 243 -9.49 6.299 14.89 4.5%
Cultural Activities Base-Growth 107 93 185 202 -13.49 9.0% 9.3% 6.5%
Design Services Base-Growth 285 256 326 339 -10.20 3.2% 4.1% 1.8%
Architecture Base-Growth 181 166 177 188  -8.%9 1.4% 6.4% 0.4%
Radio and TV Broadcasting Emerging 79 6] 80 85 -22.6Y 3.7% 6.5% 0.7
Film, TV, Video Production/Distrib |Emerging 68 84 70 4 23.09 -1.49 5.1% 0.8
Computer and Digital Media Produci3ransitioning 264 233 357) 364 -11.49 5.1% 2.1% 3.3
Engineering and R&D Transitioning 571 5614 612 5713  -179 0.2%  -6.49 0.0
Marketing, Photography & Related |Transitioningl 1,214 1,164 1364 137 -4.49 1.9% 0.9% 1.29
Performing and Creative Arts Transitioningl 1,311 141§ 1454 1,464 8.0% 0.4% 0.8% 1.1%
Art Education Transitioning 56 49 66 62 -12.3 2.6%  -6.79 1.0%
Business Consulting Declining 534 494 465 466  -7.8Y -0.69 02% -1.49
Publishing & Information Declining 297 296 211 212 -0.3 -3.79 05%  -3.3
Total Creative Industry Transitioningl 5124 5014 5574 5649 -2.29 1.3% 1.3% 1.0%

Source: DBEDT compilation based on EMSI data.

FO N Y AN oo~z oA xS =

the O O A @rdwih @ate but lower than the national avaage of 1.86. For average earningg, A x ACBUDti
was lower than the state and much lower than the national average.

TABLE7. (! 7! COUNTY CREATIVE INDUSTRY PERFORMANCE COMPARED WITH NATION AND
STATE,2008-2018

Industry Group Performance(Job Chang| Average Annual Job Growth (§6) Avg. Annual Eamings (2018)
Class | 2008-2018 County | State US. | County | State U.S.

Music Base-Growth 87 4.5% 1.8% 23% 24619 41538 44,29
Cultural Activities Base-Growth 94 6.5% 7.6% 2699 58808 52,666 57,534
Design Services Base-Growth 55 1.8% 0.5% 0.7% 32,773 3643 47,484
Architecture Base-Growth ¥/ 04%  -159 -0.6Y 63,44 85643 79,286
Radio and TV Broadcasting Emerging 6 0.7% -2.79 -0.59 44550 71,938 90,607
Film, TV, Video Production/Distrib [Emerging 6 0.8% 4.6% 06% 58810 91,307 109,557
Computer and Digital Media Producf3ransitioning 101 3.3% 0.8% 35% 66,624 94571 130,81
Engineering and R&D Transitioning 2 0.0% -0.3¢ 0.4% 94947 104,854 115,064
Marketing, Photography & Related [Transitioning 160 1.2% 1.8% 18% 27,401 32443 54,991
Performing and Creative Arts Transitioning 153 1.1% 0.2% 23% 23828 25881 30,911
Art Education Transitioning 6 1.0% 2.79% 409 12,081 11403 12,813
Business Consulting Declining 100 -1.49 2.0% 25% 41,324 69,319 90,44
Publishing & Information Declining -85  -3.3Y -4.79 -1.39 33,781 53,821 128776
Total Creative Industry Transitioning 521 1.0% 1.0% 1.8% 40,274 55,808 84,244

Source: DBEDT compilation based daMSI data.
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Maui County

Maui County accounted for6,6091T £ OEA O O Ardustdy QobsArCPA1R, G B.8Aaverage
annual increase from 2008 Theannual job growth was negative 6.7% from 2008 to 2009. After
experiencing severe setbacks due to the natial economic recession that began in late 200fhe average
annual growth ratewasup to 1.1% during 2009-2018. As shown in TableB, four creative industry groups
were high performing in Maui Countyin the 2008 to 2018 period. Thesehigh performing groups not
only grew jobs during the period but also increased their competitive share of the activity by exceeding
national growth for the industry. Theseincluded: Marketing, Photography & RelatedCultural Activities,
Film, TV, Video Roduction/Distrib ution, and Computer and Digital Media Products The dx creative
industry groups lost jobs inMaui County over the 2008to 2018 period were Radio and TV Broadcasting,
Publishing & Information, Architecture, Engineering and R&D Performing and Creative Arts,and Art
Education.

TABLES8. (REATIVE INDUSTRY JOBS, MAUI COUNTY

Industry Group Performance Jobs Average Annual Job Growth (%)

Class | 2008 | 2009 | 2017 | 2018 |2008-20042009-20182017-20142008-201

Marketing, Photography & Related  [Base-Growth| 1361 133 165 1704 -2 280 3 2
Cultural Activities Emerging 0 5% T3 6] 4dq 21 63 2%
Film, TV, Viideo Production/Distrib  |Emerging 9 5 T 80 128% 432 42 519
Computer and Digital Media Products|Emerging 29 39 43 415 1449 30 2% 40%
Business Consulting Transiioningl 36 35§ 49 Y -1 2% 43 24
Design Services Transiioningl 304  2/4 303 319 8% L6% 43 05
Music Transitioning| 387 334 500 4 -137% 32 -109% LA
Art Education Declining 8 8 8 8 A% 03 03 089
Performing and Creative Arts Declining 2469 2200 2161 2214 -109% 0.1%  25% -1.104
Engineering and R&D Declining B B 24  B§ -1¥ 069 2B2% -1.40/4
Architecture Declining 20 Ay 173 g 87 209 15% -2.70/1
Publishing & Information Declining B N3 %4 29 1069 -30% -21% -3.80/1
Radio and TV Broadcasting Declining uy 13§ 0™ 8y A3 S5 23 50
Total Creative Industry Transitioning| 64494 6,01 6449 6609 -6.% L1% 25% 03%

Source: DBEDT compilation based on EMSI data.

nation are listed in Table9. For job growth,Maui Countyd @3% annual growth rate waslower than the
0O O A D®Baéd the national average of B8%. For average earningdVlaui Countywas lower than the
state, and much lower than the national average.
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TABLE 9. MAUI COUNTY CREATIVE INDUSTRY PERFORMANCE COMPARED WITH NATION AND
STATE 2008-2018

Industry Group Performance|Job Chang| Average Annual Joh Growth (%) Avg. Annual Earnings (2018)
Class | 2008-2018| County | State US. | County | State u.s.

Marketing, Photography & Related [Base-Growth 344 2.3% 1.8% 184 29974 32443 54,997
Cultural Activities Emerging 17 2.9% 7.6% 269 58541 52,666 57,536
Film, TV, Video Production/Distrib [Emerging Kil 5.1% 4.6% 069 5571 91,304 109,552
Computer and Digital Media ProductEmerging 136 4.0% 0.8% 359 85303 94,571 130,81(
Business Consulting Transitioning 97 2.4% 2.0% 259 54,841 69,319 90,445
Design Services Transitioning 16 0.5% 0.5% 079 37,983 3643 47,48¢
Music Transitioning 58 1.4% 1.8% 234 27,899 4153§ 44,298
Art Education Declining -7 -0.89 2.1% 409 16323 11403 12,813
Performing and Creative Arts Declining 254 -1.19 0.2% 234 27,308 25887 30,911
Engineering and R&D Declining 49 -4 -0.3 04% 93257 104,854 115,066
Architecture Declining 55 279 -1.59 -06% 59,531 856494 79,284
Publishing & Information Declining -109  -3.89 -4.79 -1.3% 41,069 53,821 128,776
Radio and TV Broadcasting Declining 60 -5.49 -2.79 -0.5% 53923 71,93 90,601
Total Creative Industry Transitioning 164 0.3% 1.0% 18% 39,650 55864 84,244

Source: DBEDT compilation based on EMSI data.

4EA - AOE &EI T &AOOEOAI 80 # A1 AOOE A( A x# HEindidkeksar@E T x A A

attracts hundreds of celebrities, flmmakers, global media and visitors on the green in Wailea
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The satewide design and fashion industries are coming irtteeir own. Kauai now has a thriving
design/fashion industry and eacliunehosts the Annual Kauai Fashion Weekend.

Kauai County

Kauai Countyaccounted for2,5201 £ OE A O O Ar@usiby GobsArceA18 G B. YA annual
increase from 2008 The annualgb growth wasnegative 4.0% from 2008 to 2009 The average annual
growth rate was increased to 1.26 during 2009-2018. As shown in Tablel0, three creative industry
groups were high performing inKauai Countyin the 2008 to 2018 period. Thesehigh performing groups
not only grew jobs during the period but also increased their competitive share of the activity by
exceedingthe national growth rate for the industry. Theseincluded: Music,Marketing, Photography &
Related and Deigns Services Sevencreative industry groups lost jdos in Kauai County over the 208 to
2018 period.
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